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(54) A fighting-type television game machine and a storage medium for storing a program of 
such a game 



(57) To enable an easy grasp of a positional rela- 
tionship of the respective characters within a fighting 
field. j 

A specified fighting field and two character images 
are displayed on a monitor 7 by a control of a controller 
8 based on an image data stored on a storage 6, and 
the motions of the respective character images are 
operated by operation keys of first and second opera- 
tion units 1 , 2. Further, a window display unit 1 1 reads 



the image data of the image being displayed from the 
controller 8, forms a window screen smaller in size than 
the screen of the monitor 7 in a position within the mon- 
itor 7 where the window screen does not hinder the 
motions of the two character images, and gives a dis- 
play command to the controller 8 so as to display the 
fighting field centering around the two characters, and 
symbols P1 , P2 representing the two characters. 
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Description 



The present invention relates to a fighting-type tele- 
vision game machine for contending for victory by fight- 
ing of two characters within a specified fighting field and 
a storage medium for storing a program of such a game. 

BACKGROUND OF THE INVENTION AND RELATED 
ART STATEMENT 

Normally, in a fighting-type television game 
machine for two players, a necessary one of image data 
stored in a storage is read by a display controller- a 
fighting field defined by a partition such as a wall (could 
be a boundary drawn on the fighting floor) and two char- 
acter images are displayed on a monitor based on the 
read image data; and the motions of both character 
images on display are operated by the two players by 
means of operation keys provided in the respective 
operation units so as to give tricks (attacks) to each 
other and contend for victory within a specified game 
time. 

In the conventional game machine, images of the 
two characters caught by a virtual camera which moves 
according to the motions of the two characters are dis- 
played on the monitor. Depending upon the position of 
the virtual camera, it is difficult to grasp a distance to the 
front or rear partition (a wall or just the boundary) when 
the character images move forward or backward of the 
screen. Further, it is difficult for the respective players to 
grasp in which direction their characters are facing i e 
whether their characters are facing to the right or left. In 
such cases, the players cannot give a suitable trick 
(attack) to the opponent characters. 

In view of the above problem, an object of the 
present invention is to provide a fighting-type television 
game machine in which a positional relationship of two 
characters within a fighting field can be easily grasped 
and a storage medium for storing a program of such a 
game. 
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SUMMARY OF THE INVENTION 

The invention is directed to a fighting-type television 
game machine. The fighting-type television game 
machine comprises a monitor screen; a storage unit for 
storing specified image data; a display controller for dis- 
playing the images of characters on the monitor screen 
based on the specified image data; operation units for 
outputtmg the signals corresponding to respective 
motions of each character displayed on the monitor 
screen in such a manner to contend for victory by the 
fighting within a specified fighting field; and a window 
display unit for reading the image data from the display 
controller to form a window screen smaller than the 
monitor screen within the monitor screen to display a 
plan image of the fighting field of the vicinity of the 
respective characters and symbols representing the 
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respective characters on the window screen. 

The invention is also directed to a storage medium 
for storing a program of a fighting-type television game 
in which the motions of images of a plurality of charac- 
ters displayed on a monitor screen are controlled in 
accordance with operation signals from corresponding 
operation units and the respective characters fight 
within a specified fighting field to contend for victory, 
wherein an image data of the image being displayed is 
read, a window screen smaller than the monitor screen 
is formed within the monitor screen, and the fighting 
field centering around the respective characters, a plan 
image of the partition and symbols representing the 
respective characters are displayed on the window 
screen. 

With the above game machine and storage 
medium, the window screen displaying the fighting field 
centering around the respective characters, the plane 
image of the specified fighting field and the symbols 
representing the respective characters is formed within 
the monitor screen. 

Accordingly, the positional relationship of the fight- 
ing field and the two characters when viewed from 
above can be grasped from the window screen Thus 
the players can easily grasp the situations of their char- 
acters. 

According to the invention, there is further provided 
a method for controlling a fighting-type television game 
m which the motions of images of a plurality of charac- 
ters displayed on a monitor screen are controlled in 
accordance with operation signals from corresponding 
operation units and the respective characters fight 
within a specified fighting field to contend for victory 
comprising the steps of: reading an image data of the 
'mage being displayed, forming a window screen 
smaller than the monitor screen within the monitor 
screen, and displaying a plan image of the fighting field 
vicinity of the respective characters and symbols repre- 
senting the respective characters on the window 
screen. 

Preferably, when two characters are displayed on 
the monitor screen, the two symbols corresponding to 
the two characters are displayed on the window screen 
in such a manner that a distance between the two sym- 
bols within the window screen is kept constant regard- 
tess of a distance between the images of the two 
characters. 

Further preferably, when two characters are dis- 
played on the monitor screen, the two symbols corre- 
sponding to the two characters are set to be displayed 
on the window screen in such a manner that the two 
symbols are constantly located side by side along a 
specified line. y 

Still further preferably, the respective symbols are 
set to be displayed on the window screen in such a 
manner that in which directions the respective charac- 
ters are facing can be recognized. 

Still further preferably, the specified fighting field is 
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defined by a partition. 

Most preferably, the partition is made of a wall and 
the durability thereof decreases upon an impact and 
wherein the partition is displayed on the window screen 
so as to correspond to the degree of durability thereof 
which varies when the characters strike against the par- 
tition during the fight. 

These and other objects, features and advantages 
of the present invention will become more apparent 
upon a reading of the following detailed description and 
accompanying drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a block diagram of one embodiment of the 
invention, 

FIG. 2 is a diagram showing a monitor screen, 
FIG. 3 is a diagram showing a window screen within 
the monitor screen, and 
FIG. 4 is a flow chart of a control for a game. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENTS OF THE INVENTION 

One embodiment of the invention is described with 
reference to FIGS. 1 to 4. 

In FIG. 1 showing an entire schematic construction, 
identified by 1 and 2 are first and second operation 
units. The operation units 1 , 2 are provided with a plural- 
ity of operation keys for instructing a variety of motions 
such as movements and tricks to character images dis- 
played on a monitor screen as described later. One of 
the operation units 1 , 2 is provided with a start key, a 
selection key and other keys. 

Identified by 4 is a key input portion which receives 
operation signals outputted in response to the operation 
of the respective keys of the operation units 1 . 2. The 
key input portion 4 gives a command corresponding to 
the inputted operation signal to a controller to be 
described later. Identified by 5 is a timer which starts 
operating in accordance with a count control signal from 
the controller when the start key is operated to count 
one round of the game. Identified by 6 is a storage com- 
prised of a semiconductor memory or the like for storing 
specified image data. 

Identified by 7 is a color display monitor comprised 
of, e.g. a liquid crystal display or a CRT. Identified by 8 
is a controller which reads necessary image data con- 
cerning the fighting field defined by a wall or like parti- 
tion and two characters which are selected by the 
operation of the operation units to be opponents, and 
has a function as a display controller of displaying the 
fighting field and images of the two characters on the 
screen of the monitor 7, for example, as shown in FIG. 
2, a function of moving the two character images dis- 
played on the screen of the monitor 7 in response to the 
operation of the operation keys of the operation units 1 , 
2 and a function of controlling the entire system. Identi- 



fied by 9 is a trick determinator which determines, 
based on the motions of the two character images, 
tricks designated by the operation of the operation units 
1 , 2 and whether or not these tricks are winning tricks. 
5 Identified by 11 is a window display unit which 

reads the image data of the image being displayed from 
the controller 8; forms a window screen W, which is 
smaller in size than the screen of the monitor 7, in a 
position within the screen of the monitor 7 where it does 
10 not hinder the motions of the two character images; and 
gives a display command to the controller 8 so as to dis- 
play a fighting field F centering around the two charac- 
ters, a plane image of the partition D defining the 
fighting field F, and symbols PI, P2 which are modified 
is plan views of the two characters. In FIG. 2. a number in 
the middle of an upper part indicates a remaining time 
of the game, and bars on the right and left sides of this 
number are gauges indicating a remaining power of the 
two characters. O below the gauges indicates gained 
points of each character as a result of the determination 
of the trick determinator 9. 

The window display unit 1 1 gives a command to the 
controller 8 so that the controller 8 replaces a part of a 
video signal component corresponding to a plurality of 
horizontal scanning line numbers included in one spe- 
cific period of each vertical scanning period of a televi- 
sion signal which is a display signal outputted from the 
controller 8 to the monitor 7 by a video signal compo- 
nent constituting the aforementioned window screen W 
at a predetermined timing. 

In an enlarged view of the window screen W of FIG. 
3, the aforementioned symbols P1, P2 are chosen to 
have a triangular shape so that in which direction the 
characters are facing can be seen. The window display 
unit 1 1 has a zoom display function of constantly dis- 
playing the symbols P1 , P2 side by side within the win- 
dow screen W while keeping a distance between the 
symbols P1 , P2 within the window screen W constant 
independently of a distance between the two image 
characters. Specifically, the controller 8 has a function 
of constantly monitoring the distance between the sym- 
bols P1 , P2 within the fighting field, and the window dis- 
play unit 1 1 successively receives a distance data from 
the controller 8 and forms an image which adjusts an 
enlargement/reduction ratio (zooming ratio) of the win- 
dow screen W so as to be inversely proportional to the 
distance data (i.e. adjustably change the size of the 
square measures). 

Since the partition is made of a wall as described 
above, a control program of the controller 8 is set such 
that the durability of the partition D decreases in steps 
due to an impact caused when the characters strike 
against the partition D and the partition D is broken 
when there is no more durability. The window display 
unit 1 1 has a function of displaying the partition D within 
the window screen W according to a varying durability 
of the partition D. Durability may be calculated by accu- 
mulating the number of contact of the symbols with the 
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partition D and the moving speed (impact) of the symbol 
at the time of contact which is converted into a numeri- 
cal value, and may be displayed so as to correspond to 
the obtained numerical value. 

On the window screen W, for example, the fighting s 
field F is displayed in green, the symbols P1, P2 of the 
characters are displayed in red and blue, respectively, 
and the partition D is displayed such that display color 
changes in four stages of green, yellow, orange and red 
(or gradually changes) as durability decreases. Further 10 
the size of square measures formed in the fighting field 
on display is enlarged or reduced according to the 
zooming, so that the zooming, i.e. the distance between 
the symbols P1. P2 can be easily grasped. 

Next, a procedure of displaying images on the win- is 
dow screen W is described with reference to a flow 
chart of FIG. 4. 

#«*fJT2; Check P rocessin 9 is performed 

(Step S1). When the partition D is broken or damaged 
the color of the partition D of the fighting field F on the so 
screen of the monitor 7 is changed by the control of the 
controller 8. The color of the partition D on the monitor 
7 is checked during the processing of Step S1 . and the 
display color of the partition D within the window screen 
W is changed to the color of partition on the monitor 7 ss 
by the window display unit 1 1. 

Subsequently, a symbol arrangement determina- 
tion processing is performed (Step S2). When the two 
characters are displayed on the screen of the monitor 7 
by the controller 8. which symbol should be on the right so 
side is predetermined by a main display program 
Accordingly, the left/right arrangement of the symbols 
Pi. P2 is determined in accordance with this main pro- 



gram. 

Next, as shown in FIG. 4. a direction determination 3s 
processing is performed (Step S3). During this process- 
ing, an angle of a virtual point of viewing the symbols 
fu ' S adjusted and determined in such a manner 
that the two characters are constantly located side by 
side along a transverse direction when the characters 40 
are viewed from right above. 

An enlargement ratio determination processing is 
then performed (Step S4). During this processing, the 
display enlargement ratio of the image within the win- 
dow screen W is determined such that the distance 45 
between the symbols P1. p 2 within the window screen 
W is constant independently of the distance of the char- 
acter images on the screen of the monitor 7 

Subsequently, a display parameter determination 
processing is performed (Step S5) to determine param- so 
eters necessary to display the symbols P1 P2 in 
accordance with the display conditions determined by 
the processings of Steps S1 to S4. An image display 

f^ft" 9 15 the " performed ( Ste P S6> to display the 
teld F. the partition D. and the symbols PI. P2 with in ss 
the w,ndow screen W in this order. Subsequently 
whether the game has ended is determined (Step S7) 
This routine returns to Step S1 if this discrimination 



resuft ,s NO" to repeat the processing of Steps S1 to 
S6, while the image display operation of the window 
screen W is completed upon the judgment that the 
game has ended if the determination result is "YES". 

K^ ACCO !? in9ly ' 5,1106 the P"*"* relationship 
between the fighting field F. the partition D and the two 
characters when viewed from above can be grasped 

screen W, both players can easily grasp the situations of 
their characters. 

Further, the symbols PI, P2 are displayed such that 
m which directions the characters are facing can be 
seen and the symbols P1, P2 are constantly located 
ade by side at a fixed distance from each other within 
ttie window screen W independently of the distance 
between the two character images on the screen of the 
monrtor 7. Accordingly, each player can more easily 
grasp the positional relationship between his character 
and the opponent character and immediately determine 
whether or not his character is in a situation where his 
character can properly give a trick to the opponent char- 
acter. K should be noted that the symbols Pi, P2 may 
be displayed so as to correspond to a distance between 
the character images. This is particularly effective in the 
case that there are three or more symbols 

Further, since the display color of the partition D 
made of a wall within the window screen W is changed 
according to the degree of durability, each player can 
easHy grasp the state of the partition D near his charac- 
ter ag. the presence of the partition and a possibility 
JJat the partition D is easily broken when the character 
stnkes against it and the character moves out of the 
fighting field. 

Although the display color of the partition D made of 
a wall wrthm the window screen W is changed according 
to ttie degree of durability thereof in the foregoing 
embedment, the degree of durability may be expressed 
not by changing the color, but by changing the thickness 
or type of the line. 

Although the plane image is displayed on the win- 
dow screen W in the foregoing embodiment, an image 
based not on the characters, but on one direction of the 
ghting f-eld F may be displayed provided that the 
lefW-ight positional relationship, distance and orientation 
of the two characters, and the positional relationship 
between of the characters and the partition are properly 
distinguishable. Further, a solid (three-dimensional) 
image may be displayed in an oblique direction 

The partition is not limited to the one made of a 
wall but may be made of a net. Furthermore, the parti- 
tion does not have to be present in the game machine of 
the invention, but only a boundary indicating the speci- 
fied fighting field can function as an indicator of the 
specified fighting field of this invention. 

The number of the characters is not limited to two 
but the invention is also applicable to a game in which 
three or more players can simulatively play to fight with 
corresponding characters. In such a case, one or more 
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characters may be controlled by the game machine. 

As described above, according to the invention, the 
window screen displaying the fighting field centering 
around the respective characters, the plane image of 
the partition defining the fighting field and the symbols 5 
representing the respective characters is formed within 
the monitor screen. Accordingly, the positional relation- 
ship of the fighting field, the partition and the two char- 
acters when viewed from above can be grasped from 
the window screen. Thus, the players can easily grasp 10 
the situations of their characters. 

Further, when there are two characters, the two 
symbols may be preferably displayed on the window 
screen while keeping a distance between the two sym- 
bols within the window screen constant independently is 
of a distance between the images of the two characters. 
Accordingly, each player can more easily grasp the 
positional relationship of this character and the oppo- 
nent's character. 

Furthermore, when there are two characters, the 20 
two symbols may be constantly displayed side by side 
along a specified line. Accordingly, each player can 
more easily grasp the positional relationship of this 
character and the opponent's character. 

Further, since the respective symbols are displayed 25 
in such a manner that in which directions the respective 
characters are facing can be seen, each player can eas- 
ily make a decision as to whether or not his character is 
in a situation where it can properly give a trick to the 
opponent' character. 30 

Furthermore, since the partition made of a wall is 
displayed according to the degree of its durability, each 
player can easily grasp the state of the partition D near 
his character, e.g. the presence of the partition and a 
possibility that the partition D is easily broken when the 35 
character strikes against it and the character moves out 
of the fighting field. 

Although the present invention has been fully 
described by way of example with reference to the 
accompanying drawings, it is to be understood that var- 40 
ious changes and modifications will be apparent to 
those skilled in the art. Therefore, unless otherwise 
such changes and modifications depart from the scope 
of the present invention, they should be construed as 
being included therein. 45 

Claims 
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ter displayed on the monitor screen in such a 
manner to contend for victory by the fighting 
within a specified fighting field; and 
a window display unit for reading the image 
data from the display controller to form a win- 
dow screen smaller than the monitor screen 
within the monitor screen to display a plan 
image of the fighting field of the vicinity of the 
respective characters and symbols represent- 
ing the respective characters on the window 
screen. 

2. A fighting-type television game machine according 
to claim 1 , wherein the window display unit is set to 
display the two symbols corresponding to the two 
characters in such manner that a distance between 
the two symbols within the window screen is set 
constant regardless of a distance between the 
images of the two characters on the monitor screen 
when two characters are displayed on the monitor 
screen. 

3. A fighting-type television game machine according 
to claim 1 , wherein the window display unit is set to 
display the two symbols side by side constantly 
along a specified line when two characters are dis- 
played on the monitor screen. 

4. A fighting-type television game machine according 
to any one of claims 1 to 3, wherein the window dis- 
play unit has a function of displaying the respective 
symbols in such a manner that in which directions 
the respective characters are facing can be recog- 
nized. 

5. A fighting-type television game machine according 
to claim 1, wherein the specified fighting field is 
defined by a partition. 

6. A fighting-type television game machine according 
to claim 5. wherein the partition is made by a wall 
and the durability thereof decreases upon an 
impact, and the window display unit has a function 
of displaying the partition so as to correspond to the 
degree of durability thereof which varies when the 
characters strike against the partition during the 
fight. 

7. A storage medium for storing a program of a fight- 
ing-type television game in which the motions of 
images of a plurality of characters displayed on a 
monitor screen are controlled in accordance with 
operation signals from corresponding operation 
units and the respective characters fight within a 
specified fighting field to contend for victory, 
wherein an image data of the image being dis- 
played is read, a window screen smaller than the 
monitor screen is formed within the monitor screen, 



1. A fighting-type television game machine compris- 
ing: 50 

a monitor screen; 

a storage unit for storing specified image data; 
a display controller for displaying the images of 
characters on the monitor screen based on the 55 
specified image data; 

operation units for outputting the signals corre- 
sponding to respective motions of each charac- 
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and a plan image of the fighting field vicinity of the 
respective characters and symbols representing 
the respective characters are displayed on the win- 
dow screen. 



a A storage medium for storing the program of the 
fighting-type television game according to claim 7 
wherein when two characters are displayed on the 
monitor screen, the two symbols corresponding to 
the two characters are displayed on the window 
screen in such a manner that a distance between 
the two symbols with in the window screen is kept 
constant regardless of a distance between the 
images of the two characters. 

9. A storage medium for storing the program of the 
fightng-type television game according to claim 7 
wherein when two characters are displayed on the 
monitor screen, the two symbols corresponding to 
the two characters are set to be displayed on the 
window screen in such a manner that the two sym- 
bols are constantly located side by side along a 
specified line. y 

10. A storage medium for storing the program of the 
fightng-type television game according to claim 7 
wherein the respective symbols are set to be dis- 
played on the window screen in such a manner that 
in which direct ions the respective characters are 
racing can be recognized. 

11. A storage medium for storing the program of the 
fightng-type television game according to any one 
of claims 6 to 9. wherein the specified fighting field 
is defined by a partition. 

12. A storage medium for storing the program of the 
fighting-type television game according to claim 1 1 
wherein the partition is made of a wall and the dura- 
bility thereof decreases upon an impact, and where 
in the partition is displayed on the window screen 
so as to correspond to the degree of durability 
thereof which varies when the characters strike 
against the partition during the fight. 
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(57) To enable an easy grasp of a positional rela- 
tionship of the respective characters within a fighting 
field. 

A specified fighting field and two character images 
are displayed on a monitor 7 by a control of a controller 
8 based on an image data stored on a storage 6, and 
the motions of the respective character images are 
operated by operation keys of first and second opera- 
tion units 1 . 2. Further, a window display unit 1 1 reads 
the image data of the image being displayed from the 
controller 8, forms a window screen smaller in size than 
the screen of the monitor 7 in a position within the mon- 
itor 7 where the window screen does not hinder the 
motions of the two character images, and gives a dis- 
play command to the controller 8 so as to display the 
fighting field centering around the two characters, and 
symbols P1 , P2 representing the two characters. 
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